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Student Workbook $.30 
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A partial list of the publications in the continuing series of curric- 
ulum material published by Digital for use with EduSystems and RSTS 
are listed below. Please inquire directly for prices on classroom 
quantities. 
Additional publications may be obtained from: 
Software Distribution Center 
Digital Equipment Corporation 
Maynard, Massachusetts 01754 : 
Populution: Self teaching BASIC Workbook $2.00 
BASIC Matrix Operations, Project Solo $1.00 
Problems for Computer Mathematics Fiwed 
Advanced Problems for Computer Mathematics 2.00 
BASIC Application Programs ae ¢ 
Mathematics I St .00 | 
Mathematics II 1.00 
Science 1.00 
Business and Social Studies 1.00 
Plotting 1.00 


Huntington I Application Programs 
MATHEMATICS $2.00 
TEACHER ASSISTANCE 1.00 


Huntington I Simulation Programs 





BIOLOGY | $1.00 
CHEMISTRY 2.00 
EARTH SCIENCE 1.00 
PHYSICS | 2.00 
SOCIAL STUDIES 1.00 


Huntington II Simulation Modules 


Student Workbook | $0.30 
Teacher's Guide a0 
Resource Handbook | <0 


Program Paper Tape : 1.00 i 





STUDENT WORKBOOK 





HUNTINGTON TWO COMPUTER PROJECT 
Copyright C 1972, State University of New York 
1 May 1972 


The work of the Huntington Two Computer Project is partially 
supported by the National Science Foundation, Grant GW-5883. 


Exclusive publishing rights grade to Digital ca peer ehsons 
: eet LON NOT ae iors 
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MARKET 


@ 


I. Rules for MARKET 


This computer game allows two people or two groups to play the roles 
of two companies who are competing for the market for a particular product: 
for example, racing bicycles. At the start of the game, the computer informs 
the players of the fixed and the variable production costs involved in market- 
‘ ing the product and the number of items that will be sold, with no advertising, 
at a specific price. The computer then assigns to each company initial values 
? { for inventory (stock on hand), cash on hand, and total assets. 


Each player is allowed to make marketing decisions quarterly and can 
specify the production level, the advertising budget, and the unit price of 
the product for his company. After these decisions have been made for a 
given quarter, the computer reports the results of these decisions by way 
of a marketing summary. For each company the report lists: 


a) profit 

b) percentage share of the market 

c) cash on hand 

d) number of units sold 

e) number of units in stock (inventory) 
f) total assets 





Players make their decisions for the following quarter on the basis of these 
reports. 


If the demand for one company's product turns out to be larger than the 
total of the production level and inventory (as of the start of a quarter), 
the company will sell out its stock. Any additional sales that could have 
been made will not be given to the other company by the computer. 


The companies are penalized for overproduction. An inventory charge 
at the rate of 5% per quarter will be made for stock on hand at the end of 
a quarter. That is, 5% of the total value of the inventory (based on 
variable production cost) will be deducted from the company's cash on hand. 


It is possible for a company to have a negative value for cash on hand. 
This means that the company must go into debt for this amount, and an addi- 
tional 5% charge will be made on the debt. fe 





From time to time throughout the game, events will occur which will 
necessitate a change in strategy. In such cases, try to consider all 
consequences of the occurrence before deciding on a new strategy. 


The game ends when.one company goes bankrupt or accumulates 12 million 
dollars in total assets. 


‘ 
~ ee ee ee ee ee eee Uo Sl eee ner 





7 “ —. m= — hear Se eee 
NE ee LS Ie Re Ne oe aD 


II. Competitors 





Company 1 is the manufacturer of Schwinn racing bikes. Company 2 is 
the manufacturer of Columbia racing bikes. A recent marketing survey re- 
= vealed that there was an annual potential market for nearly 50 thousand 
new racing bikes, when the price was $50 per bike. The actual demand at 
any time will, of course, change with the price. 


Fixed production costs for both companies for this item are $250;000 


per quarter. Variable production costs for both companies per quarter 
are $20 per unit. 


III. Terms Used in the MARKET Game 


In order to use the MARKET program properly, you should understand the 
meaning of the terms that are used. 


1. fixed production costs. This term refers to the amount of 


money a company must spend each quarter to keep itself in the 
business of producing goods. The fixed production cost in- 
cludes expenses such as rent on factories and warehouses, 
heat, light, electricity. maintenance, basic supplies, 
executive salaries, etc. The fixed production cost is 

always given in thousands of dollars. 


2. variable production cost. The variable production cost is .¢& 


the amount of money a company must spend to produce a particular 
good. For example, the variable production cost for manufactur-— 
ing frozen pies would include the costs of ingredients (flour, 
Sugar, shortening, fruit, etc.), aluminum pie plates, cardboard 

. boxes, ete. The variable production cost is always given in 
dollars per unit. | : 


3. production level. The production level refers to the number 
_ Of units a company will produce in a given quarter. This number 
as entered in thousands of units. For example, if you wanted 
ee indicate a production level of 60,000 units for a given 
quarter, you would enter 60. 


4, advertisin budget. The advertising budget is the amount 
of money a company will spend on advertising in a given quarter. 
It is entered in thousands of dollars. Thus, to indicate an 
advertising budget of $1,000,000, you would enter 1000. 


9 unit price. The unit price is the price a company sets for 
its product for a given quarter. It is always entered in dollars. 








} 





IV. 


6. cash on hand. In the computer printout, cash on hand refers 
to the amount of money a company has left over from sales of a 
product after paying its fixed and variable expenses including 
interest and storage costs and advertising expenses. The cash 
on hand is given in thousands of dollars. 


7. market share. This term refers to the percentage of the 
total market for a product that one company nee to corner 
during a given quarter. 


8. profit. The profit is the increase in total assets per 
quarter. 


9. number sold. This term simply refers to the number of units 
sold by a company during a particular quarter. This number is 
also given in thousands of units. 


O. inventory. The inventory is the number of units of a product 
a company has in stock at the close of a given quarter. This 
number is also given in thousands of units. 


1. advertising share. The advertising share is one company's 
percentage of the total combined advertising budgets. 


12. total assets. This term refers to the total of the resources 
owned by the business such as cash, inventory, accounts receivable, 
and so forth. | 


Assumptions Underlying the Game 
The MARKET program operates on the assumptions that: 


1. Two companies control the entire market for the product they 
produce, and there are no other competitors. 


2. A company's financial status is based only upon the production 
and sales of one product. It cannot use profits from one product 
to balance losses on another product. 


3. The only variables which influence the consumer market are 
the price of the product and the amount of money spent on adver- 
tising. No consideration is made of such factors as the economic 
state of the country, type of advertising used, season of the 
year, appeal of the advertising, etc. 
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_ MARKET SIMULATION 
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e | | *** INPUT DATA *** 


Company 
Production Level ('000) 
Advertising Budget ('000) 


Unit Price 


**k* OUTPUT DATA *** 


From Sales. Force: Your Company Other Compa 
Number Sold | 


Market Share 
Unit Price 
From Published Financial Statements: 
Assets 
Cash 
Inventory 
Profit 
From Market Research: 


Advertising (previous quarter) _ Xxx 


Education Products Group, Digital Equipment Corporation, Maynard, Mass. 





